


A NEW EVIL THREATENS THE KINGDOM. AND 
THE MOST POWERFUL OF ALL ENCHANTERS HAS VANISHED 


Second in the ENCHANTER* scries 


lo SORCERER, second in the ENCHANTER 
scries, the fate of the kingdom is once again in 
your iunds. 

You arc a gifted Enchanter, whose skillful and cun¬ 
ning use of* magic enabled you to defeat the Evil 
Warlock. FGilL This victorv: earned you a place in the 
elite Circle of Enchanters, where you sit next to your 
mentor, the great Bclboz the Necromancer. During the 
past several years, you have become one of his favontc 
pupils, but over the last few days you’ve perceived 
certain subtle, sinister changes in his personality. 

Now Bclboz has vanished, leaving behind only a 
cryptic diary. You must search for him through mazes 
and mines and the treacherous mists of time. Only your 
cleverness and magical abilities can rescue Bclboz 
from whatever evil has befallen him and save the 
Circle of Enchanters from 
























































































































THIS IS YOUR INFOTATER 


Ddc to last year* baokniptcy of the Frobozz MagicjCromme) 
Company, a severe shortage of infotaim (rotatihg data^K^U)^ 
has developed. For the duration of this crisis. 
pirating (at the last miiiote and at great expense) this speeia^r^. 
birch-bark-boond edition in book form,‘^*^^^'^^ 

pok 

^ Borphcc !afoutas,'!oc. V* 
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loodworms live in shallow underground pools of 
water and are often mistaken for mossy boulders. 
Their pointy, retractable fangs can extend up to 
32 inches during an attack. They are repelled by the 
smell of boiled chives: always carry some if venturing 
near known bloodworm spawning grounds. Blood¬ 
worms are usually white and gray and black and red 
and black. 


BLOODWORM 



^ n rare cases, these squat creatures can achieve the 
H intelligence level of a three-year-old human. Do- 
^ mesticated brogmoids are tame and can even be 
taught to perform simple tasks. In the wild, they can be 
seen in huge packs sorting through rock piles for edible 
rocks. Brogmoids (which live considerably longer 
in captivity) arc red and purple and red and black 
and purple. 



















DORN 


T he deadly dorn beast should be avoided at all 
costs — it can paralyze its victim with a single 
glare from its powerful eyes. (Range: about three 
feet for young beastlings to about 20 feet for full-grown 
dorns.) Dorns usually live in crags and shadows near 
cliff bases. According to the last words of dying 
explorers, dorns are gray and purple and black and gray 
and white. 



ryads, also known as tree sprites, are beautiful 
W n and shy. Many never leave the shade of the tree 
they were born under. If coaxed, dryads can 
reveal the location of forest treasures. They are only 
dangerous in large numbers, and then only if threatened. 
(Angered dryads have been known to crush attackers 
under tons of rose petals.) When awake, dryads are 
black and gray and white and red and red. 
































T he grue is a sinister, lurking presence in the dark 
places of the earth. Its favorite diet is En- 
chanters, but its insatiable appetite is tempered 
by its fear of light. No grue has ever been seen by the 
light of day, and few have survived its fearsome jaws to 
tell the tale. Toxicologists believe that grues are black 
and black and red and black and purple. 



hen you spot a hellhound, run in me other 
direction as fast as you can! Hellhounds are 
fast, fierce and capable of devouring a human 
12 times their size in 3^2 seconds. They normally 
inhabit burnt-out or enchanted woods and rarely venture 
beyond their turf, even in pursuit of prey. Hellhounds 
are purple and white and gray and red and gray. 


HELLHOUND 






















KOBOLD 


K obolds arc very capable fighters. If attacked, 
they will fight back; if not attacked, they will 
fight back anyway. They look very similar to the 
less aggressive paskalds, but can be easily identified 
because their middle toe is slightly shorter than the 
toes that flank it. Kobolds live in small tribes in caverns 
or in very dark forests and are red and purple and black 
and purple and red. 





abiz are mostly mouth, which is mostly teeth. 
They instinctively sense their enemy’s weakest 
point when attacking. Contrary to folklore, they 
cannot fly. but they can leap tremendous distances. 
Nabiz are repulsed by the color blue, which explains 
that colors popularity in adventurers* garb. Nabiz are 
purple and black and black and black and red. 





























© nee a fearsome race of warriors, the Ores were 
eivilized by their fondness for eomputerized 
adventure games. Although a small segment (the 
Hi-Res Ores) enjoy graphie adventures, the vast major¬ 
ity (the Ores of Zork) prefer interaetive fietion. In the 
refleeted light of a CRT sereen. Ores appear to be red 
and gray and purple and gray and red. 


ORC 



ROTGRUB 


L ess than an inch long, the rotgrub lies waiting in 
food. Once ingested, the rotgrub heads straight 
for its victims brain and begins feeding. Rotgrub 
death is excruciatingly painful and lasts years before a 
welcome demise. They are totally impervious to all 
forms of magic, and. even worse, smell like very old 
cheese. A common house rotgrub is gray and red and 
gray and purple and red. 




























fur, surmins arc utterly repulsive creatures. If they 
get close enough, they can bore their victims to 
death by reciting Greater Borphee County Penal 
Codes. A newly shaved surmin is black and black and 
purple and red and black. 



't^M^he yipplc is a master of disguise, able to alter 
form to match its surroundings. If disturbed in 
the wild, some yipples may bite. They make 
wonderful pets, but should never be allowed to rest in 
the cookie jar if guests are expected. Yipples are 
violently allergic to many kinds of animal wastes. When 
placed on a plain white tablecloth, yipples become gray 
and purple and white and purple and black. 


YIPPLE 






Instruction Manual 
for SORCERER 

Wekxime to the worid of the Enchanter saga—a 
world where mapc is commonplace, a world where 
guilds of professional magic-users spend their life¬ 
times mastering the intricacies of thaumaturgy, a 
world where great forces of evil must constantly be 
held at bay. 

In your late youth you left home to join the GuDd of 
Enchanters. After years of schooling, you ajchieved 
the rank of Apprentice Enchanter. In fulhliment of an 
andent prophecy, you were sent to find Krill, an evil 
warlock who had loosed a pestilence upon the land, 
and who threatened the very existence of the Circle 
of Enchanters. Only someone guileless and inexpe¬ 
rienced in the ways of magic codd slip into Krill's 
realm unnoticed. 

By defeating Krill, you earned a seat on the Cirde 
of Enchanters, sitting at the idght hand of your men¬ 
tor, the leader of the Guild, Belboz the Necroman¬ 
cer. Several years have passed* and you have grown 
very close to Belboz as you studied under his tute¬ 
lage* learning the ways of ma^ from one of the 
worU^s most learned practitioners. 

But lately, Belboz has seemed troubled, preoccu¬ 
pied* withdrawn,.. smal thii^ cmly a ftiend would 
notice. You have even heard frightening noises com¬ 
ing from his chaniter, and the voices of conversation 
when Belboz was supposedly alone. His temj^r has 
seemed short the last few days, and the look in his 
eyes sends ct^ shivers down your back. Could some 
evil spirit be at work here? You are sleei^ss from 
worry—Belboz is poss^ the most powerful 
Ench^ter in the kingdom, If his powers were used 
by the forces of darkness instead of the forces of 
li^t* who knows what would result? 

And now, unbeknownst to you, Belboz has 
vanished. 

if you're experienced with Infocom's biteractive 
fiction, you may not feel like reading this entire man¬ 
ual. However, you should at least about the use 

of magk (on page 16). Also look at the appendix of 
recognized verbs (on page 19); some of the verbs 
listed are found in aD bifocom stories, others are 
included esped^ for SORCERER. All vrizaids will 
want to famOiartze themselves with this list. 
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An Overview 

interactive fiction is a story in which yww are the 
mam character. Your own thinking and imagina^n 
determine the actions of that character and guide 
the story ft^)m start to finish. 

Each work of interactive fiction, such as SOR¬ 
CERER, presemsycHi with a series of locations, 
items* chi^cters, and events. You can hieract with 
these in a variety of ways. 

Some wizards have the power to transport them¬ 
selves with a mere twitch of the toes. Most, aias, 
must walk. To move from place to place, type the 
direction you want to go. When you find you^lf in a 
new location, it's a good idea to become familiar with 
your surrouiKtings ^ exploring the neaiby rooms 
and reading each description carefully* (You may 
notice that SORCERER occasionally refers to a loca¬ 
tion as a "TDom," even if you are outdoors.) As you 
explore* it is helpful to make a map of the geography. 

An important element of interactive fiction is 
puzzle-solving. You should think of a locked door or 
a ferocious b^st not as a permanent obstacle, but 
merely as a puzzle to be tackled . Solving puzzles win 
ftequently Involve bringing a certain item with you, 
and then using it in the proper way. 

In SORCERER, time passes only in response to 
your Input. You mi^t ima^^ a clo^ that ticks ooce 
for each sentence you type, and the story [ma- 
gresses only at ea^ bck. Nothing happens until you 
type a sentence and press the RETURN (or ENTER) 
key, so you can plan your turns as slowly and care¬ 
fully as you want. 

To measure your progress* SORCERER keeps 
track of your score. You get points for solving 

puzzles, performing certain actions, or visiting cer¬ 
tain kx:abons. A perfect score is to be strived for, 
but of course a true Enchanter is above such mun¬ 
dane considerations and wiD consult the score only to 
measure progress toward more worthy go^. 


Tips for Novices 

1. In bygone days. Enchanters could recall even the 
tiniest events h their lives and project them upon 
the clouds to the great amusement of the pop^ce. 
Since you ^ not currently possess that sldU, it's a 
good idea to draw a map It should tndude each bca- 
lion* the directions connectii^ it to adjoining ioca- 
tjons, and any bteresting objects there. (See the 
smaS sample map that goes along with the sample 
transcript.) Note that there are 10 pos¬ 
sible directions, phis IN and OUT. 

2. Examine aD objects you come across. Most ob¬ 
jects in the story that you can pick up are import^! 
for solving one or more of the puzzles you'U run into. 

3. Save your place often. 'That way, if you mess up 
or get ‘"kilied." you won't have to start over from the 
beginning, 

4. Read the story carefuOy. There are often clues in 
the descriptions of tocations and objects, as well as in 
labels, engravings, books, and so on. Even strange 
or dangerous actions may provide clues, and m^t 
prove to be fim! You can always save your position 
first if you want. Here's a sUJy exampie; 

>G1VE THE MAGIC GERANIUMlOTHE WOLF 
The wolf considers, lor o rnoment* eating the geronium 
imleod ol you. 

Then he d«ides the better of it. He comet doter and 
doter. 

In addition to learning something about the culinary 
preferences of wolves, you have a due that perhaps 
feedfog something else (a steak?) to the wotf would 
be more useful. 

5. Unlike other "adventure games" that you m^ 
have pia^, there are many possfole routes to the 
end of SORCERER. Some puzzles have more than 
one solution; other puzzles don't need to be solved 
at aB. Sometimes you will have to solve one puzzle in 
order to obtain the item(s) or information you need 
to solve another puzzle. 

6. You may find it helpful to go through SORCERER 
with another person. Different people may find 
dif^rent puzzles easy and can often comple ment 
each other. 

7. Read the sample transcript Ito get a feel 
for how Infooom's interactive fiction works. 
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B. You can word a command in many diflei^nt ways. 
For example^ if you wanted to pick up a dusty saol!> 
you couW type in any of the following: 

GET SCROLL 

TAKE THE SCROLL 

PICK UP THE DUSTY SCROLL 

In &ct, if the saoD is the only takable thing in sight, 
just typing TAKE woukJ have been enough. But nxire 
about that in the next section... 

Communicating with SORCERER 

In SORCERER , you type your sentence in plain 
En^h each time you see the prompt (>). SOR¬ 
CERER usuaDy acts as if your sentence begins '*I 
want to., * ” although you shouldn't actually type 
those words. You can use words l&e THE if you 
want, and you can use capital letters if you want; 
SORCERER doesnY care either way. 

When you have finished typing a sentence* press 
the RETURN (or ENTER) key and SORCERER wfll 
prppss your request. SORCERER will respond* 
telling you whether your request is possible at this 
pmnt in the stoty^ and what hap^ned as a result. 

SORCERER recognizes your words by their first 
six letters, and aH subsequent letters are ignored. 
Therefore, SILVER, SILVERwnith* and SILVERwore 
would all be treated as the same word by 
SORCERER. 

To move around* just type the desired dnection. 
You can use the ei^t compass directions: NORTH, 
SOUTH, EAST, WEST, NORTHEAST, NORTHWEST, 
SOUTHEAST, and SOUTHWEST* You can abbreviate 
these to N, S, E, W, NE, NW, SE, and SW, respec¬ 
tively. You can use UP (or U) and DCAVN (or D). 

IN and OUT will also work in certain places* 
SORCERER understands many different kinds of 
sentences* Here are several exain^s. (Note that 
some of these objects do not actu^ appear in 
SORCERER,) 

WALK NORTH 

DOWN 

NE 

GO UP 

TAKE THE SPELL BOOK 
READ THE SCROLL 
LOOK UNDER THE BED 
GO OUT 


DROP THE NEWT INTO THE POT 

EXAMINE THE LARGE RED DEMON 

PUSH THE BLACK BUTTON 

SHOOT THE DEMON WITH THE LOADED GUN 

GIVE THE MAGIC WANDTDTHE FROG 

LOOK UNDER THE STATUE 

READ THE CRUMBLY YELLOW SCROLL 


You can use multqile objects with certain verbs if 
you separate them the word AND or a comma. 
Some examples: 

TAKE SWORD AND MAGIC KNIFE 
DROP THE SPRIG OF IVY, THE MimETOE, AND THE 
SPOrreO FROG 

PUT THE BAFS FEFTANDTHE BLUE BUBBLY LIQUID 
IN THE 0CWL 

You can indude several sentences on one input fine if 
you separate them by the word THEN or by a period, 
(Note that each sentence will sdll count as a turn.) 
You don't need a period at the end of the input line. 
For example* you could type all of the following at 
once* before pressing the RETURN (or ENTER) key: 

READTHE SCROLi. WRITE ON IT* DROP THE IDOL 
INTO THE LAKE THEN LOCK THE DOOR THEN 
GO EAST 

The words IT and ALL can be very useful. 

For exan^: 

TAKE THE SCROLL. READ IT. PUT IT IN THE BOX 
CLOSE THE HEAVY METAL DOOR. LOCK IT 
TAKE THE SILVER HELMET. SHINE IT, PUT IT ON 
TAKE ALL 

EXAMINE ALL THE DUSTY SCROLLS 
TAKE ALL EXCEPT THE WET EGG ANDTHE KEY 
TAKE ALL FROM CABINET 
DROP ALL BUT THE PENCIL 

The word ALL refers to every visible object except 
those inside something else. If there were an ap^ 
on the ground and an orange inside a cabbet, TAKE 
ALL woi^ take the apple but not the orange. 

[f SORCERER doesn't understand one of the 
sentences on y<^ input line * or if something unusual 
happens* it will ignore the rest of your input line (see 
^'SORCERER ^mplaints^f). 

There are three l^ds of questfoiis that 
SORCERER understands: WHO IS (someone), 
WHERE IS (something), and WHAT IS (something). 


For example: 

WHO IS ENTHARION? 

WHERE IS THE SPELL BOOK? 

WHATISAGRUE? 

You can use quotes to say something "out bud*" 
For example: 

SAY"HELID" 


You will meet other people and creatures b 
SORCERER. You can ‘'talk'' to some of these beings 
by typing their name, then a comma, then whatever 
you want to say to tJi^m. Here are some examples: 
IMP, WHERE ISMYSPELL BOOK? 

HENCHMAN, FOLLOW ME 
ADVENTURER, KlLLTHE MONSTER THEN GIVE ME 
THE SWORD 

SQUIRE, GIVE ME THE WAND* CLEAN OFF THE 
SANDALS 

Notice that in the last two examples, you are giving 
a perwn more than one command on the same 
bputiine. 

SORCERER tries to guess what you really mean 
when you don't ^?ve enough information. For exam¬ 
ple* if you say that you want to do somethmg* but not 
what you want to do it to or with, SORCERER wiD 
sometimes decide that there is only one possible 
otgect that you could mean. When it does so, it will 
tefiyou. For example: 

> UNLOCK THE DOOR 
(with the key) 

The door h now unlocked. 

If your sentence is ambiguous, SORCERER wiii 
ask what you reaOy mean. You can answer most of 
these questions briefly by supplying the missing 
information, rather than typbg the entire iiqiut 
agab. You can do this only at the very next prompt. 
For example: 

>SLICE THE SCROLL 

What do yoo vrtant to slice the scroll wHh? 

>THE SCIMITAR 

The scroll h reduced to paper dolls, 
or 

>TAKE THE SCHOLL 

Which scroll do you mean, the evil enchanted scroll or 
the lovely vdlum scroll? 


> ENCHANTED 

The evil m the scrol flows Inexofobly up your onri. It 
seems lo be seeking out your hwrtl 


SORCERER uses many words in its descr^tions 
that it will not recognise in your sentences* For ex¬ 
ample. youmighl read, ‘ TT^bright-rwl sun sets slowly 
into the horijon.*' However, if SORCERER doesn't 
recognize the words SUN or HORIZON in your in¬ 
put* you can assume that they are not important to 
yi^ completion of the story, except to provide you 
with a more vivid description of where you are or 
what is going on. SORCERER recognizes over ItKX) 
words* neariy all that you are Kkety to use in your 
senlenoes. If SORCERER doesn't know a word you 
used, or any of its common synonyms, you are al¬ 
most certainly trying somethmg that is not important 
in continuing your adventure. 
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spell Casting 

Spells are a way of performing magic, Each sped is 
known by the one-woni name thiou^ which the 
spell can be used. Magic speds usually have a dura- 
tion and sometimes a del^ before they can be used 
again. Remember: Ma^ spells are d^gemus 

particulariy to wizards* Wizards' heightened 
abilities in this realm carry the pen^y of heightened 
sen^tivity to spells cast ^ others* Sometimes a 
spell which a mundane person would not even notice 
have a pirofound eff^ upon you* 

As a certified (albeit lowtyO wizard, you have a 
personal spell book, in which you record the spells 
you are capable of using* Your book contains a few 
spells before the story begins; others may be added 
during your travels. 

You may find spell scrolls here and there. These 
are extremely valuable objects. They may be used 
directly to cast spells* but so doing uses up the spell 
and scroll permanently* so it is much better to write 
them into your spell bmk. Then, you can use them 
many times. 

You may write newly found speDs into your spell 
book by using the GNUSIO spell ("writes magic"), 
which you learned eariy tn your career. Once a spefl 
is written in your spell book* It may be used again 
and again, (&me speOs are too powerful to be writ¬ 
ten by a wizard of your limited experience. Such 
spells may sbU be used if they are found on scrolls, 
but the spell will be gone after it is used.) 

Reading ypur book Hsts the spells you have writ¬ 
ten. along with their meanings* You might experi¬ 
ment wi^ the spells already in your book to learn 
their uses* 

Before a speQ in your book can actually be used, 
it must be memoriz^* Only a small number of speBs 
can actually be memorized at one time* and when 
^ use a spell you have memorized, you forget k. 
You must relearn a speO to use it again. The SPELLS 
command lets you know which spells are memorized 
and how many times each one h^ been memorized. 
(This is helpM because a spell memonzed twice can 
be used twice before being forgotten.) 

You can use spells either by saying CAST (the 
spell's name) AT/ON (something) or, more simj^y* 
by saying: (the spell's name) (something). Some 
spells are so general b application that they require 
no object—just typing die spell name is enopgh. 

For example* suppose there were a spell named 


BOZBAR that you had written m your spell book or 
were carrying on a spell scroll. Bc^ LEARN BOZBAR 
and MEMORIZE BOZBAR would make the spell avail- 
abb for immediate use* Then BOZBAR HORSE or 
CAST BOZBAR AT HORSE or CAST THE BOZBAR 
SPELL AT THE HORSE would all have the same effect: 
BOZBAR the poor horse. 

Magic takes other forms besides classic speD 
casting. Magb potions, formstance, usually found in 
vials, worit their magic when bgested* Many items 
throughout the land are b±kued with magical qualities 
that can be revealed to the brave and inquisitive 
wizard. 


Starting and Stopping 

Starting the story: Now that you know whal to expect 
b SORCERER, it's time for you to "boot" your 
disk.To load SORCERER, 

Refer to Running the Story on your Compuier. 

An btnoductory sentence should appear, followed 
by a description of the story's starting location. 

Then the prornpt (>) wiD appear, bdkadng that 
SORCERER is waiting for your first command. 

Here's a quick exerdse to help you get accus- 
tomed to mteracting with SORCERER. Try typing 
the Ibllowbg next to the first prompt (>): 

GO NORTHEAST 

Then press the RETURN (or ENTER) key. 
SORCERER will respond with: 

Forest Edge 

To Ihe west* a path enters the blighted woods, which 
stretch out of sight. A signpost stands beside ar^other 
path boding north* ood to the east is a wide meadow. 

At the base of the signpost no slimy hob boding down. 

The heflhound stops ol the edge of the forest ond bd- 
bws. After a moment* it turns and sinks into the trees* 

Now try typing: 

READ THE SIGN 

After you press the RETURN (or ENTER) key, 
SORCERER win respond: 

•**!!!> > >WARNING< < < !!!**• 

This perth is protected by □ 

Mogic Mine field 
instdied by the 

Frobozz Magk Mine Beki Compony. 
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S<n>ingand resUtring: It will probably take ^xiu many 
days to complete SORCEIRER. Using the SAVE 
feature, you can continue at a later time wiLhoul 
tjavbg to start over from the begbnbg, just as jisu 
can place a bookmark m a bexjk you are reading, 

SAVE puts a "snapshot" of j-our place b the Storys 
onto another disk* If you are cautious* you may want 
to save your place beftjre (or after) trying somethbg 
dangerous or tricky. That way, you can go back to 
that position later, even if j-ou have gotten bsi or 
"kiilM" since then. 

To save your place m the story', tjpe SAVE at the 
prompt (>). and then press the RETURN (or ENTER) 
key. Rel'cr lo Running ilie Story on yenn QjinfXitcr. 

Some computers require a bUtnk diskt initialized 
and formatt^.for 

Using a dtsk tetth data on it (not counting other 
SORCERER saves) may resuit in the loss of that 
data, depending on your computer. 

You can restore a saved, position any tinre you 
want. To do so, type RESTORE at the prompt (>), 
and press the RETURN (or ENTER) key. Refer lo 
Running iIk’ Story your CtJtnpuier* You can 
then continue the story from the point w liere you 
used the SAVE cornmand* You can type LOOK for a 
descriptM>n of where you are* 

Quitting and restarting: [f you want to start over 
from the beginnbg. type RESTART and press the 
RETURN (or ENTER) key* (This is usually faster than 
re-booting.) just to make sure, SORCERER wilt ask 
if you really want to start over. If you do, type Y or 
YES and press the RETURN (or ENTER) key. 

if you want to stop entirely, type QUIT and press 
the RETURN (or ENTER) key. Onre agaiii, SORCERER 
will ask if this is really whal you w:anl to do. 

Remember when you RESTART or QUIT: if you 
want to be able to return to your current position, 
you must first do a SAVE. 


.Appendix A 
Important Commands 

There are a number of one-word commands whk:h 
you can type bstead of a sentence. You can use them 
over and wer as needed. Some count as a turn, 
others do not. Type the command after the prompt 
(>) and pre ss the RETUR N (or ENTE R) key. 

AGAIN-S0RCE2RER will usually respond as if you 
had repeated your previous sentence* Among the 
cases where ^3AIN will work Is if y^ju were just 
talldng to another character* You can abbreviate 
AGAIN to G* 

BRIEF-This tells SORCERER to ^veyou the full 
descriplkm of a kjcation only the first time you enter 
it. On subsequenl visits, SORCERER will tell you 
only the name of the locatkm and the objects 
present. This is how SORCERER will normally act, 
unless you tell it otherwise usbg the VERBOSE or 
SU PE RB R IE F conunands. 

WAGNOSE-SORCEREK will give you a medical 
report of yxjur physical condition, and wilt tell you 
whether you're tired* thirsty, or hungry. 

INVENTORY—SORCERER will list what you are 
i:aiTybg. You can abbreviate INVENTORY to I. 

LOOK -This tells SORCERER to describe your 
location in fiiO detail. You can abbreviate L(X!)K to L, 

OUH-This lets you stop. If you want to save your 
position before quitting, follow the instructions in the 
"Starting and Stopping” section , You can 
abbrevLaie QUIT to Q. 

RESTART -This stops the story and starts over from 
the beginning. 

RESTORE “This restores a psition made using the 
SAVE command. See “Starting and Stopping" on 
page 17 for more details. 

SAVE-This makes a "snapshot” of your current 
position onto your storage disk. You can return to a 
saved position in the future using iht' RESTORE com¬ 
mand. See "Starting and Stopping" for 
moredetafls. 

SCORE—SORCERER win show your current score 
and a ranking which is based on that score. 

SCRIPT-This command tells your printer to be^ 
making a transcript of the story as you venture on¬ 
wards* A transcript may aid your memory but is not 
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necessary. It will work only on certain computers: 
Refer to Running the Story on your Conipuier, 

SPELiS“This armmand lists the spelts you currently 
have memorized &om your speD btkik, 

SUPERBRIEF -This commands SORCERER to dis¬ 
play only the name of a place you have enteredt even 
if you have never been there beforen In this mode. 
SORCERER win not even mentwn which objects are 
present. Of conrse. you can always get a description 
of your locationf and the items there, by typing 
LOOK. In SUPER BRIEF mode, the Wank line between 
turns wiQ be eliminated. This mode is meant for play¬ 
ers who are already very familiar with the geography. 
Also see VERBOSE and BRIEF, 

TIME -This gives you the current time of day in the 
story. You can abbreviate TIME to T. 

UNSCRIFT —This commands your printer to stop 
making a transcript. 

VERBOSE -This tells SORCERER that you want 
a complete description of each location, and the 
objects in it, evejy time you enter a location, even 
if you‘ve been there before. Also see BRIEF and 
SUPERBRIEF. 

VERSION—SORCERER responds by showing you 
the release number and the serial number of your 
copy of the story. Please include this information if 
you ever report a "'bug^' in the story. 

WAIT -TF^ will cause time in the story to pass. 
Normally, between turns, nothing happens in the 
story. You could leave your computer, lake a nap, 
and return to the story to find that nothing has 
changed. You can use WAIT to make time pass in the 
story without doing anytl^. For example, you am 
wait for a specific time, or wait for an event to hap¬ 
pen, etc. You can abbreviate WAIT to Z. 

Appendix B 

Some Recognized Verbs 

This is only a partial list of the verbs that SORCERER 
understands. There are many more. Remember 
that you can use a variety of prepositiotis with them. 
For example, LOOK can become LOOK INSIDE, 

LOOK BEHIND, LOOK UNDER, lOOK THROUGH, 


LOOK AT, ond so on. 


ASK 

EXAMINE 

LOCK 

SLIDE 

AHACK 

EXIT 

LOOK 

SMELL 

BOARD 

EXTINGUISH MEMORIZE 

SPRAY 

BURN 

FILL 

MOVE 

STAND 

CAST 

FIND 

OPEN 

SWIM 

CLIMB 

FLY 

POINT 

TAKE 

CLOSE 

FOLLOW 

POUR 

TELL 

COUNT 

GIVE 

PULL 

throw 

CROSS 

JUMP 

PUSH 

TIE 

CUT 

KICK 

PUT 

TOUCH 

DESTROY 

KILL 

RAISE 

TURN 

DIG 

KISS 

READ 

UNLOCK 

DISEMBARK 

KNOCK 

SEARCH 

UNTIE 

DR!NK 

LAUNCH 

SHAKE 

WAKE 

DROP 

LIE 

SHOUT 

WALK 

EAT 

LIGHT 

SHOW 

WAVE 

ENTER 

LISTEN 

SLEEP 



Appendix C 

SORCERER Complaints 

SORCERER will complain if you type a sentence 
that confuses it compfetely, ^RCERER win then 
ignore the rest of the input line. (Unusual events, 
such as being attacked, may also cause SORCERER 
to ignore the rest of the sentences you typed, since 
the event may have changed your situation drasti- 
caDy,) Some of SORCERER'S complaints: 

IDONT KNOW THE WORD “(ymir word) "The 
word yo\i typed is not in the stesy s vocabulary* 
Sometimes using a synonym or rephrasing will help, 
[f not, SORCE^R probably doesn't know the idea 
you were trying to get across. 

I CAN'T USE THE WORD "(your word)" HERE. 
SORCERER knows the word you typed, but 
couldn't use it in that sense. Usually this is because 
SORCERER knows the word as a di^erem part of 
speech. For exampie, if you typed TURN ON THE 
LIGHT, you are using LIGHTT as a noun, but SOR¬ 
CERER might know LIGHT only as a verb, as m 
LIGHT THE LAMP. 

I CANT FIND A VERB IN THAT SENTENCE! Unless 
you are answering a question, each sentence must 
have a verb (or a comtmand) in it somewhere. 


THERE SEEAAS TO BE A NOUN MISSING IN THAT 
SENTENCE! This usually means thal your sentence 
was incomplete, such as EAT THE BLUE or PUT THE 

book in the. 

I FOUND TOO MANY NOUNS IN THAT SENTENCE. 
An example is PUT THE SOUP IN THE BOWL WITH 
THE LADLE, which has three noun "phrases," one 
more than SORCERER can digest in a single action. 

I BEG YOUR PARDON? You pressed the REPJRN 
(or ENTER) key^ without typing anything. 

FT'S TOO DARK TO SEE! In the story, there is not 
enou^ light for you to perform your action. 

I CANT SEE ANY (object) HERE. The object you 
referred to was not accessibtc to you. It may 
be somewhere else, Inside a container, 
and so on. 

THE OTHER OBJEafS) THAT YOU MENTIONED 
ISNT {AREN'T] HERE, You referred to one or rnore 
objects in the same senterce, some of which aienT 
fsesenl Of accessible. 

t CANT USE MULTIPLE {IN)OlREa OBJ EOS WITH 
"(your verb)" You can use muldpie objects (that is* 
nouns or noun phrases separated by AND or a 
comma) or the word ALL only with certain verbs. 
Among the more useful of these verbs are TA KE, 
DROP and PUT. An example of a verb that win m( 
work with multiple objects is EXAMINE: y^u couldn't 
say EXAMINE ALL or EXAMINE THE BOWL AND THE 
SWORD. 

YOU CANTGOTHAT WAY. There is no passage or 
exit in the direction you want to move. 


I DONT UNDERSTAND THAT SENTENCE.The sen¬ 
tence you typed may have been gfliberisb, such as 
TAKE ROPE WITH READ. Or, you insy have typed a 
reasonable sentence but us^ a syntax that SOR¬ 
CERER does not reoogmae, such as WAVE OVER 
THE MOUNTAIN* Try rephrasing the sentence. 


Appendix D 

Sample Transcript and Map 
This transcript is not jfrom SORCERER, but it does 
show most of the usual things you can do in the 
story. It contains several simple puzales and their 
solutions, and it will gjve you a gixid Idea of how Info- 
corn's interactive fiction works. The piayer's sei^ 
tenoes appear in capital letters after each prompt (>). 
The map represents the terrain in the sampie tran¬ 
script as you rmght have drawn it. 
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Tovwn 

This is o dimly lit tovem, in fairly dbabby coocfctkjn, smell- 
jng of strong splrih and unbothed men. A swinging door 
out to (he east. A drunk is sitting ol o toble* wald> 
ing you through botf-dosed eyes. 

> INVENTORY 
You ore corryinig! 

a spell book 
o silver coin 
o pooch 

The drunk stonnds and lurches over to you, "Spare a coin 
for o hungry mon?" he osks/ his ale-4aden brecth fouling 
the oir qrwnd you. 

>GIV£ THE SILVER COIN TO THE DRUNK 
^TTionfcs, chum,^' The drunk neoches kito hts (ottefied 
doak. "Here^ take this mogicscrofl. I used to be a magic 
user, bo) I couldn't make i™ prede. Hope yoo'l have 
more kick than me." He hands you the scr^. 

> READ IT 


22 


23 







The tcroH neods "bozbar ipefl: coute an animal to ^prwi 
wings/' 

'^Anothe- pint oJ ole!'^cri« Ihe dfunk, ftippf^>9 tbe s3v»er 
coin to Hie bartender^ 

>GNUS1DTHE BOZBAR SPELL 

Your speH bociR begins to gbw soWy. Slowly, ornotdy, 

the wonis cf Hie bozbar spell cxe inscribed, glowing 

even more bnghHy Hion Hie book itself. The book^'i 

brightness fades, but Hie speH remairtsl However, the 

scroll on which it was written vanishes os Hie last word is 

copied. 

> DRU N 1C WH E RE IS TH E WARLOCK? 

*'He lives in the costie beyond Hie wide chasm to the 
south. At least, Hiot'^s what I've heard." He looks obout 
fgrtiiflly, a greort leor blasng in his eyes. 

>OPEN THE DOOR 

Being swinging doors, they swing open ond Hien 
immediortely close ogain. 

>EAST 

Road Outside Tovem 

There fs □ Ikxsc here, munching on o pile of 00 I 5 + 

>GErON THE HORSE 

You ore now on the horse, hokling the rans. 

>LOOK 

Rood Outside Tavern, on, the horse 

The rood winds here, leading northeast ond southeast, 

A seedy tavern lies to the west. There is a pile of oois 
here. 

>take pile of oats 

You con't neoch Hiem from Hie horse! 

>STEER HORSE SOUTH 

Using Hie reim, you bring the horse about to face the 
south, 

> KICK THE HORSE 

The horse is too well trained to gallop off the rood into 
Hie thick woods. It rean bock on its hind legs, whinnying 
in confusion. 

>STEE« HORSE SOUTHEAST 

Using Hie reins, you bring the horse about to face the 

southeofit. 

> KICK HOSE 

You con't see any hose here. 

>K1CK HORS 

I don't know the word "hors." 

>KICK HORSE 

The horse begins trotting olong the rood ol o brisk trot. 

A new section of rood comes into view,,. 

Crest of HiH, on the horse. 

The rood crosses the top of o ridge here, sloping down¬ 
wards to the souHi ond the northwest. 


> STEER HORSE SOUTH 

The horse turns souHiwqrd, still trovditig ol □ brisk trot. 

A new section ol norid cornes into view,,, 

Edge of Chosm, on the horse. 

The rood ends suddenly at a wide chosm. The roodleods 
upword to Hie north, ond you can see it continuing on 
the southern side of Hie chasm, lying in a light coil ot Hie 
edge of the chasm is □ hissing snoke. 

> HORSE, WHOA 

The horse puHs to o stop, scant feet from the edge of the 
chasm! 

> READ THE SPELL BOOK 
My Spelt Book 

gnusto spell: write a mogk spell into your spell book 

froti spelt; cause an obj^ to give off light 

urbzig spell; turn □ dangerous obfect into o hormless one 

loboE spell: sharpen Eieoring 

bczbor spdl: cause on animal to ^irDut wings 

>SPELLS 

The gnusto spell is yours forever. Other Hion that, you 
hove no spdk memoriied. 

> LEAR N BOZBAR AN D U RBZIG 

bozbar spell: Using your best study habits, you commit 
Hie bozbar spell to memory. 

urbiig speB; Using your best study habits, you commit 
the urbdg spell ta memory. 

"Hsssss!!!" The snake coils lighter, cb though preparing 
to strike the horse. 

> CAST THE URSZIG SPELL ON THE SNAKE 
The snake is reploced by a dump of doffodih 

> BOZBAR THE HORSE 

A pair of handsome brown wings suddenly oppeors on 
the horse's powerful shouldj^. The horse tarns in o com¬ 
plete dnde, a look of puzzlement on its fotie. 

> KICK THE HORSE 

The horse gallops toward the diosm and over the edge! 

It begins plummeting into the diosm, toward sharp rocks 
below I Then, slowly ot first but with increasing suneness, 
the horse begins beating its powerful wings. You rise 
mofestically through the air, sailing grracerulty ocross the 
chosm. The horse londs gently on the far side, resuming 
fhbrisk trot**. 

Road to Castle, on the horse. 

You one at the southern edge of a wide chasm. A rood 
leods souHtword toward a cosHe of block stone. 

>WAIT 
Time passes *.. 

The horse continues Trotting briskly along the rood . ** 
Edge of Moot, on Hie horse. 

The block cosHe loorns ori the other side of the moot* The 
drawbridge Is dosed, and the moot looks unswimmable. 


Agreen plant is growing nsir Hie edge of the moot. 

A red pbnt 15 growing neor the edge of Hie moot. 

The horse, sensing the evil oheod, halts at the moot and 
snorts wildly. 

> GET OFF THE HORSE 

You ore now on your own feel. 

>1 

You are carrying: 

D spell book 
a pouch 

> EXAMINE THE POUCH 

The pouch Has some writing on it ond is eurnentty dosed. 

> OPEN FT 

Openirig Hie pouch reveals o quoniHy of mogk dust, 

> HEAD IT 

You can't reod a quantity of magic dusti 

>fiEADTHEPOUCH 

The pouch reads "magic dust: world's most potent 
fertilizer/' 

> EXAMINE PLANT 

Which plont do you mean. Hie green pbnt or the red 
pbnt? 

> GREEN 

It looks tike o bornibus viltas, a simple and harmless vine. 
It appears to be newly sprouted. 

>SPRINKLE MAGIC OUST ON THE GREEN PLANT 
The green pbnt begins growing at a tremendous rate, 
shoofing long grasping tendrils ocross the moat, and 
gnowiog right up the side of the block costie. The plant 
hos now become a living bridge, which you con climb 
up to cross the moat* 

> EXAMINE THE RED PLANT 

h looks like a specimen of flombus digestas, the danger¬ 
ous mon-eating pbnt. Fortanotely, this is o very tfny 
specimen. 

> SPRINKLE MAGIC OUST ON THE RED PLANT 
The red plant begins growing ot a tremendous note. 

It sprouts gbnl red pods, brge enough ta enguFf youl 
(They do so.) 

« • *You have died** • 

You awake to see Hafffcor, the Gu^ physicion, bending 
over you. "You'd better be more careful," she odmon- 
ishes. "This is Hie second time you've gotten killed. I 
overheord some members of the Ordb soy that if you 
die once more, they won't waste another magic Spell 
reviving you." You slip bock Into unconsciousness ogoin, 
ond when you owoke you find yourself outdoors.. 
Beginning of Rood 

> SOUTHWEST 
Rood Outside Tavern 


There is a pile of oots here, 

Adrunk is sleeping at the edge of the rood. 

Appendix E 

Quick Reference Guide 

1. To start the story ("bool up") 

Refer to Running the Sttif}' on your Computer, 

2. When you see the prompt (>) on yourscreen, 
SORCERER is waiting for your input. There are four 
kinds of sentences or commajKls that SORCERER 
understands' 

A. Direction comnmnds: To move from place to 
place ^ just type the direction you want to go: N (or 
NORTH). E, S, W, NE, SE, NW, SW, U (or UP), D, 
IN, OLFT. 

B. Actions: Just type whatever you want to do. 
Some examples: READ THE EtOOKor OPEN THE 
DOOR or lOOK THROUGH THE WINDOW or 
memorize the BOZBAR SPELL. Once you^re fa^ 
miliar with simple commands, you'll want to use 
more complex ones as describe in "'Cbmmuni- 
cating with SORCERER", 

C. Commands ^ven to other characters: To talk 
to characters in the story, type their name, then a 
comma, then what you want to say to them. For 
example: ADVENTURER, GIVE ME THE AXE or 
OLD MAN, GO WEST* 

D. Special one-word commands: Some one-word 
commands, such as INVENTORY or DIAGNOSE, 
f?vie you specHic infomiadon or affect your output. 
A list of these appears b the "[mportant Com¬ 
mands" appendk. 

3. Imporiantl After typbg your senleiice or com¬ 
mand, you must press the RETURN (or ENTER) key 
before SORCERER will respond. 

4. On most computers* your screen will have a spe^ 
cial line called the status line* It tells you the name of 
your ourent bcalion* your score, and the number 
of turns you have taken. 

5. You can pick up and carry many of the items you'll 
find m the story* For example, if you type TAKE THE 
FLASK, you will be carrying it. Type INVENTORY to 
see a list of the items you are carrying. 

6* When you want to stop, save your place for later, 
or start over* read the "Starting and StoppmgV 

7. If you have tn^uble, refer to the specific section of 
the manual for more detailed instructions. 
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Appendix F 

Running Ihc Story on Vour Computer 

Thii idls 7 M 1 how Ipnjn iCW Ifttoctim sHxif od jxmw compnuu, and 
providci j Tew odicr lund^ hes of nrornvuMM 

WHAT YOU NEED 

IBM PC AND COMPATIBLES 

Rajutnd compulcr mnntnj MS' DOS {vefitkxi 2.0 Of lii|thcT] 

142 kbyia uf RAM 

blank diJk or luiU diA £fOr your play diA.) 

OpttoOBl - pnnLcrtfor SCRIFTifijI 

lormaucd dd <fDr SA 

ATARt ST 

Hegwiod - Atan ST scrica oomiMiior 

Opuorut n, blank J,}* Juki (torSAVEaJ camjialjtile pTinicrffta 
SCRIPTini) 

COMMOCMJRE ASUGA 

- An^ compuicf 

OpbonaJ - 256 K mcnviiy cipDitMOfi uHikIjf ttor fajcu cxflcidionj 

eiln 3.5" daijbk-£i4!^ distS (fw SA Vta> 

COrtipBlibk pnnrlcr (for SCRIPTingj 

MAKING A BACKUP COPY 

Wb wantmend that >vu nuko a bKluji copy (rf tN: wi^ruJ jIdt^ disk 
for >’oiir perionaJ vu. Soe y^ur hinN-arc nwiua] Tor inunf ikhh on hew 
bi ntalu diik F^e ibc-ortgtfiol away 4 d 1 -bTc place- and ilway-s uu- 
die COOT u ywr i^gular play dtdt 

LOADING THE STORY 

IBM PC 

{lor DrjvTor Two Etri^e Syflen 

t. Insen UK ptay dcit (ihiii u Ihc duk yoi made 111 dK pKvioul ia:iiiyi;i 
■n dnvc A « >our only drive) and lum on the cmipoicf, 

2. Res cXETURN> Iwico or uniJ jou ale iL LtK DOS dnnc prooipl (>). 

3. Type m ihr uiieof yoir 3wry <for tumplc ZORKj orihe Tkr^ cighi 

IctEcraof a. Do nor mclijdci^ei between two word liikt (c.|. 
HITtHH]i:£Jl SGUIDE -TOTHE GALAXY wookl be HTTCHHIK) 
Ai lhit pOwC y«i nughl alKi wuh ip me w Or rmKc ol Ihc cpiknaj 
commaiKl line twiiehctfue tectxm on Command Opgont ■ iwitbas 
dWU ke iviitabk 

f FScii <RETUlLN> In ■ few momuiu the sicgy wtU Wgui If t 1 luH 
in appear coihuIl ihe Trouhtuhootiri^ wclton. 

Hard-Drive System 
I Turn on eIk eompuier. 

2. Conneet !□ die diroc t«> ifiki whuh you copied ihe Slei from dK 
onpnal story disk. 

2- T]ipt m UK liUe of the sloiy (c.g., ZORX) or iIk ran eight kikrs of 
iL Do KH iiKhidf fpwKS between two word Inks 
fe ft ^dTCHHIKER S GUIDE TO THE GALAX V would be 
fUTCKHIK) At thu pocni you mtghi ilao warn ui me otk or nwe of 
the conttnand Ime swkcIKs Ihal are tvailabie 
4 Press cRETLUN^ 

ATARI ST 

Turn on your Atan ST and wjui fv Ebe desktrp k? appear Tosen die 
slOry di* and open Ihe disk umidow Cltck once wnh Uk FtnJuse tm Uk 
program l!.?flG} eoh lo seleci iL ihcn choctsc OPEN fiom Uk Pile memi 
A ^Landsid ^boncul Ik lo double-c Itck on the progTHm Kon. 


r.OMMODORR AMIGA 

THE AMtGA INTOCOM STORV DISK 15 NOT 
AtTOBOOT AND REQL'iRKS WORKBENCH TO RUN 
Turn 00 (he AmiftiH insert WarirtHneh disk at Wortliervb prompt and wan 
ftx ihw Workbench id appear Itism die swfy disk awt open ihc disk 
Window, then doiiUe<lKk on the uory am 

The sioty can tl» be started f-rom wuhin Lhc Command Unf 
InlcrynlcT (CLIL 1 T ihc dclaufl dn-i'e and duwiiwy ire not die same- as ihe 
WOrtc^ Uicy must be changed vnih the ~CD~ command f for exMnpk, CD 
df 1 :) Then [ype in the story name 

talking to THE STORY 

Whenever ytiu sec UK (>) prompt, Uk Hiiry js waiiine Jix yOu lo etUcr 
1 command If you make ■ -m istakc use ihe baLkspicx key 10 enksc ibe 
trtOi. After yoti have typed yotif cemmand, press < RE TURNS, The story 
w dl respond and the pnanpt (i) wdl rcjppear, 

IT ■ desenpuDO will not not DI at the xmn all at once. | MOR£| will 
appear aiihe houcan of ihe screen. Aftci reading Ihe soecn. |Kcst any by 
to SDC Ihe ICS of lIk dCKOpeHun 

THE STATUS I.INE 

At lhc top of the tereert u in aiei reserved f-isr ihe ibtin Ime This arm 
la uKd to display yourprcseni loeaPim m the story and ii it updated sricr 
each move. TTk iWus Ime may also dopUiy tdepcpdmft on the game) 
virtOiH other (ypesof inforniaUdfi UKluding score, louJ moves. iime.'Dr 
characicf aqtibutei,. 

SrRIPTfNG 

Ychi cm use the SCRIPT command to pnm eaii t Uanicnpt of your 
nujvea in die story. The SCRIPT fimctton is an opuonM tcaliirc wh ich is 
not ncdciwy to Contpkle Ihe nary ai^ may not be avaitabk with eertaru 
baidwart, The mns^nplcan be n^ledal any potm ifairins ttw jganK 

l^iptiai Proecdure 

Cheek ui see if yow prinicf n icady and has paper, then type; SCRIFT 
eRETURN>. A itKSfagie will appear uking you whether you wuidd lAe 
to SCR IPT to ■ prinicf or »t tik. 1 T you want 10 iik A brinler not press 
<RETURN> 

f»M PC ONLY - To save ihc tianscnpi to kdnA file, enter a legal DOS 
fUc name and press <flETURN>. Remembei. there d ito otHpul to lhc 
pnoKr when you cloci u wruc IJK Uansonpl to a disk fik- 
COhlM ODf )R F- A MIGA ONLY t If a prubfem oocurs wilh the 
pniitcr„ the story wdl 'timeout' (appear 10 hangj for TO seconds or sa, 

Ihen a prinicr error message wj 3 l appear 1 f you tkai'E comjct Pk jwobk-m 
before UK W seconds are up, senpurts 1* ivlwnaticall y conceUod 
To Stop lhc crantcfipt type UNSCRtPT. 

SAVING/RESTOKING A STORY POSJTION 

You can save yanr emmil SHry poatHit to anydiik tnany dnve, 
space perimtung. Nambcf dau on ihe ase disk will be affcci^. Y<» 
mun uae a pievwtisly fomiHicdsave disk. 

IB.M PC 

t ■ T yp. SAVE iRETURN>, A mettnift wiP appear simi lar id Uuj: 

Eflier save file name. fDcrault 11 A^STORV^AV); 

L Enicf a new Tdc name {kgal DOS please)« use iIk default pmvHkd. 
You may also ^xfify a iKw default drive along with the ftk mnie. If 
(to dnvc ks qxcifKct Ln the default etKiuge. mid yDudonT sporcTy oik, 
Uk Save wilt be made to the diikc you are euntntly usirift [f you wain 
to use dK default just prrss ^RETURNS. 


WtKd ihe save 11 finished ihe story will respond wnh a mcoage such 
ail CDIMPLt. I tD LI ii luapondi: wiih FAILED, CAiijEutL die 
TtnibKahooung icctiofi. 

iituul defauh nk ninK fllK dtk dii^yed Uk firrt tone yOu l]rpc 
5 AVE) ualwaiys'STORY'.SAV, Whenever yoo cnDcrancw Tile 
name, ii beunKayOvr defauH if UK SAVE nrccccds For your 
Ciaivenience, S A VE and RESTORE stwe die same defauJu. 

atari ST 

lijiiBt a Siagk Drivr 

Type Save at [Ik prompt(>). The siandard Aian ST diikig bD.t for 
sclOCling Rica wiQ be displayed Tbc directory n whKh your save wilt be 
iiomd including drive identirKr) appears near the icp of (he bat. 

If yOv wifli to SAVE to ihe stray diA rtself, simply choose a file 
nvTK vnekr which to uue your potAtod raid (ype d into (be scloc iioo aiea 
lx K M necKHary to rype ".SaV ifur ihe name, ibb u added 
niUtoiMKality, 

Tbinc a dtffeiem save dnk, nentiyve ihe siory disk bom ihe dnve and 
insert Ihe vw dkik. IMPORT ANT' You mum click, with (Jk m^ite on the 
ihHkd 'title bar' vfa of Uk irwKr daoetciey window Id drspUy ihc diTK^Iory 
of lhc new drkk. 

Aftof typiiift in lhc file iwik. click on dK OK bunon. at press ihc 
RETURN key. If yftt wnm to cancel (tc save opciauoo, click on the 
CANCEL buLien The disk drive wiL spin for several secomb. and if ah H 
well, the siory will evnriiial ly msfnrtd' 

OK 

If ilrttpandi: 

FAILED 

consult Uk TtouhfeihaDung tocuoa Aficr savini you story position, ym 
nuy ooniHHK lhc story. 

Llsint Mullipk Drivta 

If yditf save d»k is in a diffomi Aivc bom Ihe story di$k. Uk ave 
pfOCCdum 4 kdcntical u usipg a su^k dnvc except dial you miiA ideoUfy 
lhc socoiul (hive by changnig: the duoctory ipeciTKMrtfi fllK Imc near the 
lop of the diifayg box). When (he dkalot ^ appears, edit me direc ury 
speCificalwo to tAit dK drive tcucr corrcspoiids u ihc diive comainutg 
yOur save dwk IMPORTANT: You must click wnh dK mckue anywhere 
[NSTDE lhc avocT dtrectory window m dofiley (he dimciory of die saw 
(hsk- 

The foUawinft keys, arc useful for editing iKtot m UK Tde lelceiion 
box' 

■ up ar^ down craw keys - sckcl ilan to edit 
- left and right emer keys ■ poUmn Cursor wnhui itein. 

^ taN detoie keys ^ me die characKr facfoic or after dw 

emor. 

+ BSC key ^ ciase ihe whole item 

Rasloriai ■ Saved Story FUailiou 

To return to a prevtmsly hv^ twry poexMCe. type RESTORE as ihe 
prompa ^>). A juujatd dialog box will appear, showing a lisl of your 
saved ptsiiions on dH indiulcd disk. If Ihcre we mom ttvt Hlei on die 
did; dun will Til In the window, (he icrall bar heeomci aedve. If you want 
to XCWrc from • diffemi ddk, e hangc h deambtd ui Scclkto oo 
SAVING. Click once (wer (he luioc of (he pxsiii^ ym wui to reicDrc, 
Ihen Click on Uk OK button,« pre« ihc RETURN key. If you want to 
canoe] (Ik resaonc epemon. click on the CANCEL btilHn 


COMMODORE AMIGA 

I. Type SAVE it Ihc prompt (>i. A loeicaC^ will appear askrng you to 
C hnw a name for the save File. 


2 . If ycu want to SAVE to Ihe story disk ilHif. Jiiiq. cnicr ■ Tile name and 
prtSi RETURN. 

y. If you want to SAVE lu aiucbcrduL, you musl fatfu (he Hk name 
with Hiher ihc iiame of the secimd disk (Cg., Saves:) or Ihe raariK of 
LlK drive ccxUaMurig n i[e.g.. dR):)'- The pneTx is needed evc^t d ihc twti 
dKka were swapped usinft a suiglc drive. If Ihe save succeeds, the [Pcfix 
becomes the default prefix, wid need (ka be typed again for ihe next 
lave. 

TTk desk dnvc wiB rpen for atvcral seumdj If lU h well. Ihe nary will 
respond. 

OK 

If II responds 
FAILED 

Mwauh UK TfOuhkshooui^ see uon. After uvmg yrxK posiuon, ysw nwy 
CiHiiinoe with (he story. 

NOTE: TEK bk ^Icon.Dau' ti utod to creak mau, fer ckw tave filca. If 
joa dekie this lik. tKw uvt fik* wiB npi have visiMc kems. 

Rpderiat a Savrd Story Posttkai 

You can relwn to > prev loitsly saved story pmliOn HI ahy uma. Type 
RE STORE kl lbc prompt {>>, The mCot nxaiily saved or resxoied position 
wdl be di^layed u the (kfatifi- TVii ciUrr ibe naiiK irf ■ uwr file. as ui 
SecUoa on SAVING 

If you want id rcuim to lhc dcfauLl pcaiitoo. you can Just presl Ihc 
RETURN key, 

TROUBLESHOOTING 

If the Bory fwk to hud pnjperly. V SA VBfRESTORE « SCRIPT fails, 
check each of lhc foUowntg oenu. 

IBHfC 

I Make sue all coRneCtJoro an your conpukr are prigged to, conneclod 
property, usd IhM »U power swiichcr lae tomcdi bn. 

2 . Maty suTt |J| inks aie uu^IbI anmly khd itui Nl dnvc doon Ut 
cldeed. 

L all (iiekv for iiry viaibk damage 

4 , For SAVE prOblefiif. make ue die Save dak is iwt wole-ptOtoCsM 
Alao. make sure the disk has enox^ wei for a Save hk (approx . 35 k 
per Save) and thu it haa becfi formukd psoperly. Ai ■ last macn. try a 

Afl>wMtjL.tk 

You can cheek to sec if ]oir game o damaged by wtog ihe SVERIFY 
Command 

Type: SVERIFY ai ihe story prompt (j) and preai ^REtVRN>. If 
your story is Durrmtly frozen (.K, yOu ue unkble to type bom (be 
Mybwd) you wU h^ to nbcKX (he duL. restart (be skry, Od UKn type 
SVERIFY. 

After you succtufuHy ttXxK the SVERIFY command Ihe disk will spin 
Cor apprcuimakly a mijvule hkI then a mcSiage, vruiltr to oik of (he 
fol krwmft wid af^Kir 

GOOD, The dtik has nor been damaftcd uid the daik a loaci- If yoo arc 
having poh^nns, they are mdat likely hardwire relucd. It is abo possibk 
lhat Ihere if a hut in the progtam. 

NOGDQO-TIusizHlieaics thaLthcdBlaiHUKthlk Hdbrneged. Repeu 
lhc SVERIFY procodure several iimet. If pojstblc. nrpoit the SVERIFY 
piTKeduiK DO TCt^ COrtifUKi, If lhc game ever replKS pctoltwely. Ibe (iala 
H intaci Md ydu mirk kuk c Iscwhcrc for any probfcmi yA are 
enaagneriitg. 

All di^ nlpnntcreiTOrtan: handkd wiihin lhc story, if yni 
eocoonicr an error ness^ you will be gnmn Ihe oplKKi lb A (kbori) or B 
(reuy). Id nnai cases choosing Abort will not ihnow you ota of the gune 
andcauK you to kue yOitf pOtobOn. However, if yiH gel iii error iiKsugc 
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when ihe game u enlter Resmnng or reading mformauan from the duk (a 
probaMe mdicatioR of a damaged diifc) choosing Abon wiH Ifuow you 
back Huo DOS InihucasccoiuuliilieiecuononTioublcdtoobng 

ATARI ST 

1. Inspect all daks carefully for any visible damage 

2. For SCRIPTing, make sore Ihe pruMer It cotmeciodpropcriy. enabled 
for pnnung. nor ou out of paper, eic. 

3. Try agam ihe problem may only be only momentary. 

If you conunue to cxpcnence problems, follow this procedure. 

Reboot the diskette. When Ihe intual screen a displayed, type SVERIFY 
at Ihe prompL The dak dnv« will spin for a mmute or less and one of the 
followinf mesaagex wilt appear 

1. 'DISK CORRECT.* IV disk has nor been damaged and the data a 
inraci. The problem may be wnh your hardware, probably the dak 
dnve. It is also possible the program contains a bug. 

2. 'DISK FAILED'or‘DISK READ ERROR *Tha reply indKates 
either hardware trouble or disk damage Repeat the SVERIFY process 
several tunes. Also try SVERIFY on another computer. If the story 
ever replies 'DISK CORRECT*, the data u iiMact. If you lepcaicdly 
get an intemal error message on more than one computer, the dak has 
most likely been damaged 

COMMOOORF. AMIGA 

1. Inspect all daks carefully for any visible damage 

2. For SAVES, make sure the save disk is not vmie-prouxicd (the small 
opening in the comer of the duk shotild be coveted) 

3. For SCRIPTing. make sure the pritucr it conneciod propaly.enabled 
for pnnung. not out of papa etc. 

4 Tty agam; the probkm tiuy only be momentary. 

If the story produces an error message, nm the foUowuig procedure 
Restin the story. When the miual Kieea appean. type SVERIFY and 
proa the RETURN key. The disk drive wiO spin for a minute or so. and a 
message similar to one of the following will appear 

1. 'DISK CORRECT.* The dak haa not been damaged, the dau a 
uwaa. Tha may mdicate a problem wiih your hardware (usually wnh 
the disk dnve). It a also possible the story contains a bug 

2. 'DISK FAILED' or 'DISK READ ERROR ' This reply indicaics 
eiiha hardware trouble or disk damage Repeal the SVERIFY process 
several umes. Also try the SVERIFY process on anotha computer. If 
the story eva replies 'DISK CORRECT,* the problem is in your 
hardwwe. If you repeatedly get an error message on more than one 
compuia, Ihe dak has moot idely been damaged 

COMMAND OPTIONS (switches) • IBM PC ONLY 

You may usk com man d options, by using swnebes. when you land 
the story. The swiichet allow you to tell the dory cstra information about 
the hardware you are using and how you want the story to be dispUyed on 
your computer's screen 

Switches are entered at the same bme and on the same line as the story 
ink when you load the story. They are all entered in the lorm'iitk* / 
command (c.g. HITCHHIK/r <RETURN>) with a space between the stmy 
uik and the /. 

Here a a list of switches which you may use 

g . 

Display Switches 

la most cases, your uory will be displayed m the most cfTicicni and 
aesthete Runna postble Howeva. becauK of numerous types of hardware 
ccnrigwauora and the rfcfrcrcni gnphrs charactenstics of each story plus 


your own wants in terms of how the story display should look, you might 
try the following opoons 

K ■ Klectt colour output provided colour compnubitiiy and a colour 
monitor are available The k iwnch also allows you to select foreground 
and background cokairs afia the switch (e.g../c7l gives white on Mue. 
which a the default). Refer to the system documentation for numbers to 
use. 

fm • prohibits colour input. This is the default on machines without 
colour capabiliiy. 

Other .Switches 

/p • If SCRIPTing to the printer isn't working well, type t'NSCRIPT, 
SAVE yoiv poaition, and quit the story. Then reload the story using the fp 
switch and try SCRIPTing again 


n • Disables the UNDO feature in stones that use it This switch is 
useful on machutes with 236 kbytes or less of memory m the sense that n 
frees seme memory (but disables a lueful fcaiuie) thereby giving you 
vomewhat lasta game play The UNDO fcatufc a automatically disabled if 
there It not enough memory to suppon n. Machines with more than 236k 
will have enough memory to load die enure game wnh the UNDO feature, 
m which case the speedup u negtigibk 

/k * allows you to specify how much memory the story can u-se « 
kb) tcs. (e.g., A128) Normally u uses as much as n can get This switch 
might be useful if you think that the story is affocbng or being aflcoed by 
other memory resident programs that you have loaded 

COLOUR DISPLAY • ATARI ST ONLY 

If you arc using a colour moniior, you can change ihc colours used in 
the display At the prompt (>). hold down t)K SHIFT key and use the four 
cursor keys to cyck through the availabk combmations. 

If you are usmg a manochroroc monitor, you can rtvose the video in 
the same way. 

AMIGA PREFERENCES • AMIGA ONLY 

Several aspeett of the story prearmation can be changed using the 
Amiga Preferences tool, inctuding text si/e (60 or 80 calumns) and colour. 
The sue can be changed only before the story is started You also use 
Preferences to specify your type of pnma and the port to which M a 
connocted The Amiga supports both parallel and serial devices 

MEMORY USAGE AND MULl-TASKING 

• AMIGA ONLY 

Oi a muhi-iasking computa such as the Amiga, tasks must share the 
availabk memory. Some tasks may require that a certain amount of free 
memory be availabk at all umes. Also, actums like opening, tesumg and 
hiding windows can temporarily require large amounu of memory. 

When the Infccom story loads. H wiO always leave a tpocifiod amount 
of memory free. The default minimum amouni u 64 Kbytes. This can be 
changed by startmg the story from die CU with a special argianctu ol the 
form 'F/Ji.* where a n the new mmimum mimba of bytes to kave free 
(for exampk. Zork F/320(X)). If you supply an argument, memory use 
stausucs wdl be displayed when the story loads. 

Yrw may need lo incTcasc the amouni of free memory if, for example, 
you are running several tasks and switching between them taih or causes 
the system to hang On Ihc oiha hand, you can probabi^ decrease free 
memory if you are runnmg only the story. This may reduce rw eliminate 
disk acuvMy on versiorM of the Amip with lunited memory 


Appendix G 
About the Author 

Steve Meretzky bom in fnid*1957, frightening 
the Soviet Union into the early launching of its Sput¬ 
nik satellite. Meretzky’s gest^ was shaped by a 
number of painful childhood experiences, including 
rooting for the New York Mets. He blames his inter¬ 
active ficticHi on a combination of growing up in 
Yonkers and studying at MIT. (We use “studying” in 
the most general sense.) Meretzky has never b^n a 
rutabaga farmer, and believes that eating granda is a 
decision that should be left to the individual's con¬ 
science. Meretzky now lives near Boston, and has 
been working for Infocom since 1982 as an experi¬ 
mental ahemative lifestyle to unemployment. He 
apologizes for PLANETFALL' and SORCERER, 
but refuses to take fiiJl responsftiflity for THE 
HITCHHIKER'S GUIDE TO THE GALAXY: 
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A MCMKfl OF TMC VWQM MA S T BW rWONC QMOUP 
OF COOfTAMC8. WAMMNC ; ALL WONTS OF THE 
PUBUSHCIIS AND THE COFYW Q HT OWNER OF THE 
WORK FROOUCSO RESERVED. UNAUTHORttEO 
CORYSKL HMNG. LENOWa FUBUC FERFONMANCE. 
RADIO OR TV BROAOCASTMQ OR OWFUSION OF THO 
PROOUCT FRO H W f TED THB PROGRAMME S SOLD 
ACCORomo TO vmoM mastertronk; terms of 
TRADE AMO COMOmOMS OF SALE. COWES OF WHICH 
ARE AVAAABLE ON REOUEST 
O 1M1 MFOCOMJNC. 
e WIGM MA S T ER TROIRC 1M1 
MADE M GREAT S R fTAW 

e AcnvisKW isti 

AU RKIKTS RESERVED 
DESIGN A ARTWORK: MCX LOWE OCSICN 
VWOM FROOUCT MANAGER; ANDREW WWGMT 
VWGM ARTWORK A OCSICN MANAGER: NICC WEBB 
FROOUenON MANAGER OOrr ROSK 
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NOW THE ONLY LIMIT IS YOUR IMAGINATION 

Classic Infocom Interactive fiction is back 
- at an irresistable price. 

ZORK I - The great underground empire beckons you into a world fraught with danger and discovery. 
Using all the cunning you can muster, you'll plunge far below the surface of the earth in search of the 
incomparable treasures of Zork. In this, the original Infocom adventure, you’ll come face to face with 
creatures so outlandish they defy description. And you’ll wander through an underground domain so 
vast, with so many twists and turns, that it will offer you new surprises no matter how many times you 
explore it. 

PLANETFALL - ‘Join the Patrol and see the Galaxy’. You took the poster’s advice and marched into 
the recruitment station near your home on the backwater planet of Gallium. PLANETFALL teleports you 
100 centuries into the future, onto a Stellar Patrol ship where your rank is Ensign 7th class - about as 
low as you can go. But then the ship explodes, and you are jettisoned onto a world plagued by floods, 
pestilence and a mutant Wild Kingdom. Luckily, you are accompanied by Floyd the mischievous robot * 
who might help you find the secret to saving it... 

WISHBRINGER - A postal clerk in the seaside village of Festerton, you set out to deliver an envelope to 
Ye Olde Magick Shoppe. Familiarity reigns until an old woman in the shop persuades you to help find 
her kidnapped cat. Then your world takes on the dimensions of a nightmare, where trolls guard bridges, 
goldfish become piranhas, vultures spy on you, ghosts haunt the cemetery and your little post office 
becomes a fortress-like tower. You’ll want to use The Wishbringer, a magical stone embued with 
wishes, again and again as you confront unusual creatures - and finally. The Evil One. 

LEATHER GOOESSES OF PHOBOS - A hilarious spoof of 1930s pulp science fiction, you’re 
kidnapped by the evil Leather Godesses. They take you back to Phobos as an experimental subject, 
while preparations continue to turn earth into their private pleasure playground. Playing the role of a 
male or female, you'll embark on a bawdy, rousing and very amusing romp across the solar system. 
With three naughtiness levels', the game will please everyone - from the lewd to the crude. 

HITCHHIKER'S GUIDE TO THE GALAXY - Written by Douglas Adams, the author of the radio series, 
book and TV series of the same name, this is the most mind-bogglingly hilarious game ever produced 
by Infocom. Mr Adams wrote new material and designed problems specially for this interactive story, 
which follows the plot of the original (with one or two deviations!). As the story begins, you are Arthur 
Dent, and a bulldozer is about to level your house. Grab a pint of bitter and join Ford Prefect, Trillian, 
Zaphod Beeblebrox and Marvin the Paranoid Android on a cosmic jaunt into the regions where anything 
can - and does - happen. And don’t forget your towel! 


ZORK II - Expect the unexpected when you take on Zork II: The Wizard of Frobozz. As you explore the 
subterranean realm of Zork. you’ll continually be confronted with new surprises. Chief among these is 
the Wizard himself, who’ll constantly endeavour to confound you with his capricious powers. But more 
than that, you'll face a challenge the likes of which you've never experienced before. 

ZORK *11 ■ Zork III: The Dungeon Master draws you into the deepest and and most mysterious reaches 
of the Great Underground Empire. Nothing is as it seems. And the one responsible for the shadow and 
darkness - the Dungeon Master - embodies the greatest mystery of all. In this test of wisdom and 
courage, you will face countless dangers. But what awaits you at the culmination of your odyssey is well 
worth risking all. 

ENCHANTER - In Enchanter, the first of a series in the tradition of Zork. you are a novice magician 
whom fate has chosen to do singlehanded combat with a dark and fierce power. But worldly weapons 
will avail you naught, for your foe is the Evil Warlock who holds sway over the land. To defeat him. you’ll 
need to use all the cunning you can muster, along with spells acquired on your way. If you succeed, you 
will be elevated to a seat in the illustrious Circle: if you fail... but one does not speak of such things. 

DEADLINE • Deadline pits you, the chief of detectives, against a 12 hour time limit in this classic locked 
door mystery. A wealthy industrialist is dead of a drug overdose and you’ve been called in to determine 
whether it’s suicide or murder. To learn whodunit, you must sift through a myriad of dues and motives. 
No easy feat, for all six of your suspects exercise free will - coming and going, scheming and 
manoeuvrir>g independently of your actions. And some of these personalities are so treacherous that, 
should you make the wrong move, one of them may do you in. 
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AVAILABLE ON: 

PC, Amiga and ST £9.99 (PC versions contain both 5.25" and 3.5" disks) 

For Further Information please contact: 

CUSTOMER SERVICES, 

VIRGIN MASTERTRONIC LTD..16 PORTLAND ROAD. LONDON W11 2LA 

TEL: 071-727-8070 






